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From The Editorial Staff 

Hella everyone and once again welcame to the SMITE 
Official Magazine! If this is the first time you stumble 
across us; Welcome tothe fold! Before you lies the 18th 


issue of this community project turned official Hi-Rez 


Studios product! Even though we're an official magazine, 
the staff is almost entirely comprised out of community 


members, sharing the same love and passion for the 


game that you, the reader, has. If this is your first issue, 
#18 does mean there are 17 other issues, and you can find 
them all on our website http://gameonmag.com/smite 


Anyway, let's return to this issue. Those of you who've been 
fallawing us for a bit might notice that one of the signatures 
at the bottom has changed. Kris “HiRezKaostic” West has 

‘and asked me to 


ed down as over for him. 


Sol want to thank him and he'll always be my Editor in 
some way. Hell, I might even start calling him ‘senpai'! 


With the public “thank you"s out of the way, there are 
some other changes in this issue. Those who've read 
previous issues are probably familiar with ‘Who 
While t 
prov 
redesigned ‘Who Is’ into three different art 


fas a good introduction into a new character, 


like we could go deeper. Inspired by the new 
0 pages Hi-Rez releases with each new god, we've 


, providing 
insight into the minds of the artists and developers that 


worked on the god, and the experience of just another 


player like you and me. Not surprisingly, we've called 
them ‘Insight into’! We hape you all enjoy the change. 


Of course we have our usual content as well! Our interview 
with Stephen “SteveSketches” Nickel already got teased 
on the Hi-Rez 
a group of friends streaming SMITE on a regular basis. We 
also have a deeply emotional look into the short lives of 


site, and he is joined by MaximumSalt, 


Nu Wa's Clay Minions and we t 


row a critical eye towards 
Zhong Kui's kit in this month's “Tying the Connections’ 


I'm going to leave you be, as I can s 
atten the bi 
sue #18 of the SMITE Official Magazine. 


Steve Greenfield Jorg van der Velden, 


my excitement 


ter of me! So sit back, relax and 


Managing Editor 
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Breerteld 
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BATTLEGROUND OF THE GODS 


WELCOME! 


Dear XB0X One players, 


‘August 19th 2015 was the day SMITE was officially released on the XBOX One and with that 
the first MOBA on consoles saw the light of day. First of all,| want to thank all the players who 
participated in the beta. Without your feedback, SMITE on XBOX One wouldn't be the polished 
game itis today and the great experience it afers isin no small part due to your contribution. 


Now we come to the purpose of this letter: giving the XBOX One players a warm welcome to the 
SMITE family! We sincerely hope you will quickly find your way around in the already existing PC 
community and the various resources that are already up and running for that platform. 


Don’t let yourself be scared off by the horror stories that are told about the MOBA cammunities! Most 
players that you will encounter, be itin-game or on the various websites, are willing to help out, 3s 
long as you ask. Thase of you wha come from FPS communities are familiar with the fact that there 
are always a few trolls here and there, but the vast majority just wants ta enjoy the game the same 

as you do. So don't feed the trolls, ask for help when yau need it and go out there and have fun! 


We also want to encourage you to keep an eye on this magazine. The information in her about 
the new gods that are being released is even more relevant to you than the PC players due to the 
month of delay between the PC and XBOX One patches. This means that you will be able to read 
everything about the next god just before or right as they're released on the XBOX One! All the 
other information stacked into this magazine every month is also just as helpful to you as itis 
to the PC community, so use it to get every edge you can in this competitive environment! 


Rounding out, we want to welcome you to the SMITE family one more time! Thank you 
for joining us and help this great game grow even bigger than it already is, 


50% OFF YOUR SMITE WORLD 
CHAMPIONSHIP TICKET! 


The SMITE World Championships are just around the corner, and the 
Official SMITE Magazine has managed to get a discount for 50 lucky readers! 
Ifyou head over to http://swc.smitegame.com and go to “Buy Tickets”, in 
the Promotional Code section, enter the promo cade below. If you're within 
the first 50 people to use it, you will get 50% OFF your ticket price! 


PROMO CODE: SmiteMagSWC2016 
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THANKS TO OUR 
eatreon SUPPORTERS 


We are able to continue to pump out these magazines every month thanks to 
our supporters on Patreon. If you'd like to help out, and get rewards for your 
support! Click anywhere on this page to find our more information. 


THANK YOU TO: 


SUBSCRIBER 
Nima Bullock, Eric Ross, Eric Johansson, Brandon, Benjamin Wallace, Olivier Duquette, Whyukill 


SUPPORTER 
Matthew Simon, Riode9, Alex Cascio, Jyles Lulham, Jacob Mongold, Martin Kendrick, Goncalo 
Pereira, Nokya, Steve, Jason Chaffardet, Serqey, Squall, Philip Jeavons, Daniel Christensen, 
Vincent, Samuel Respicio, David M., Ben Lohman, SonnaheRZ, Sobersniper, arka222 
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\Y® SMOULDERING Race 


Xing Tian gains s 


acks of rage each time hehits 
an enemy with an ability, For each stack he has, 


Xing Tian gains HPS, Stacks last for a duration 


Fst apiLiTe 
FURIOUS Roar 


Xing Tian shouts from his chest with gi 


force, reducing enemies basieattack damage 
and dealing damagervertima an wall 

by , Pee 

So) Hote SLA 
Xing Tian first launches an attack with his axe, 
knocking the oppsnents into the er Before 


slamming them into the ground, rooting thern. 


Tian aires 
SkY-CUTTING ane 
Xing Tian leaps forward, dealing damageto 
enemies when he lands and may leap again 
attera short time, While in the air, Xing Tian has 


ineret 


ised protections, which are refreshed if 


he cone 


with atarget. Using another ability 
during this time cancels the additional leaps. 


& Weiewne, oF 
Race aNd STEEL 


Xing Tian spins his axe three times in succession, 


sweeping up his enemies before throwing thern. 


ARTIST’S INSIGHT 
INTO XING TIAN 


couldnt stay behind and w 
look in Hi 


the tare responsible 


ANIMATION - ISAAC SANSOM 


‘All of Xing Tian’s animations feel both 
fluent and powerful at the same time. 
How did you achieve this feeling? 

Not to sound too cliche, but it came down toa 
lot of hard work from the animation team. We will 
normally go through a character's animations and 
track the arcs that parts of their 
body will create to help make 
them more fluid. But since 
Xing Tian was much large! 
than anormal character that 

Uuld move that way, any hitch 
we had in the animation was 
amplified. Then adding in his 
massive weapons meant we had 
to go over him a couple more 
times than we usually would. 


We knew from his lore that he 


made achieving this fluidity that 
much more important. Being 
a great fighter meant that his 
strength was also something 


that we had to nail down. To 


Questions By. 


as welll 


with, 


trikes and abilities feel powerful we had 


to have him move him through space faster than you 


pect someone of that size to be capable of 
Having him move so quickly really added some nic 
snap to the animations. That's what gives him those 
powerful strikes. Adding all 


the powerful and fluent destruction that is Xing Ti 


ARTICLE Artwork by Emily Barnes 


What was the main inspiration 13th, the Terminator, and even space marines from 
for Xing Tian’s animations? the Warhammer 40K series. They all had this very 


Looking back on it | can’t say there was one determined, unbreakable focus that made them a 


character that we looked at as inspiration for his little unnerving. His lore also had a lot of really goo 


animations. A lot of the time we'll try to pull froma things that we could hook into. The fact that his will 
f different areas to get our own unique feel _was so strong that even after having his head cut 
that off and put inside of a mountain, he just turned his, 
nipples into eyes and his belly button into a mouth 
to keep on fighting. That's a scary dude! What will 


stop him if he can keep going without a head’ 


What inspired the green, ghostly flames 
on both his abilities and his model? 


decisio 


great representation of his burning inner rage fre 
having his head removed after the Yellow Emperor 
him while in battle. This was one of those 


ils that really sold th: F for me, 
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Xing Tian’s movement looks and 
feels fitting for the beefy character 
that he is, yet his front-flip combat 
jump is surprisingly goofy. Where 
did this idea come from? 
We wanted to break the 
expectations people have for 
‘a guy the size of Xing Tian. 
When you see someone 
just based on their appearance, you have an idea of 
how they're going to move. The larger the person 
the slower they will move and the smaller the faster 
right? But when you break that expectation you can 
get some interesting results. Xing Tian is already 
a pretty big scary guy, but once we broke that with 
having him be way more agile than you expect he 
gets that much more terrifying. “This guy is already 
large enough to crush me with his massive weapons, 


oh wait he can do flips? Welp I'm done for!” 


What were some of the challenges you 


faced when ai 


ating a character that not 
only has a face on his torso, but also large 
elements like the axe and shield? 

We had to address those issues right off the bat 
with him. At the beginning of a character arc we get a 


bunch of poses together from the animators and talk 


about what we like and dislike about them. Having his, 
face on his torso posed some interesting problems, 
especially with his weapons. We couldn't have the 
shield cover his body because that would block his 
face. Even though the shield is used to protect from 
attacks, moving it off to the side and making it more 
open gave him a very confident attitude. That element 
really added to his battle hardened veteran feel. At 
first the axe was pretty daunting, but the more we 
played with it the more interesting it got. Having it be 
so large made him feel that much more powerful. 
With an axe of that size | would expect it to be wielding 
with two hands, but he had a shield in the other. Sure 
we could have had him reach across, but then that 
would block his face which we didn’t want to do. The 
guy needs to see what he's attacking. So while he is 
in combat we had him grip the axe at a much higher 


point than someone normally would to keep that 


sense of weight. When is he’s aut of combat he rests 
it on the side of his leg, because holding that massive 
weapon up all the time looks exhausting. Overall | 


think all of those elements came together very nicely. 


Barring the face-torso, which part of animating 
Xing Tian was the hardest to get ‘just right"? 

The face torso wasn't as bad as you would 
think. We work closely with a team of really talented 
character riggers that make our job a lot easier. If 
you don't already know, a rigger is the person that 
will put the bones that the animators adjust to make 
the character move. Think of them as the person 
that puts the strings on a puppet when it's being 
built. Without them our job would be impossible. But 
back to the question. | think you nailed the hardest 
part of working on him with the first question 
Having someone that large move as fluidly and while 
maintaining that sense of power as he did was quite 


a challenge. In the end his visual presentation came 


together 
very nicely 
He was one 
of the most 
interesting 
gods that 
I've had the 
pleasure of 
working on. Oh and the ulti is a ton 

of fun in-game, just scooping up the enemy 

team with your axe and tossing them to get nuked 


by one of your teammates. Too much fun! 
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3D MODELING - WAYNE WILLIAMS 


Taking a design from a 2D concept intoa 
‘3D model must come with a lot of challenges. 
Do you mind sharing a few of these? 

When translating a 2D concept into a 3D model 
there are almost always things that don't translate as 
expected for multiple reasons, Sometimes there will 
be perspective issues that can be faked in 2D but not 
in 3D, or lack of detail in the concept that you need to 
create a 3 dimensional asset. There are also issues 
when things that were concepted will conflict with 
other departments such as Animation or Rigging 

With Xing Tian there wasn’t very much detail 
on the helmet, boots or belt buckle in the concept 
so in those instances | went online and looked at 
traditional Chinese armor, filagree, environmental 
ornamentation like door knockers, fountains and 
houses and generated the details required for those 
areas that kept to the same vibe of the character. He 


also had red strings/ropes that criss crossed from one 


TE Mag 


shoulder pad to the other across his back and after 
having an impromptu meeting with the Art Director, 
Rigging and Animation it was deemed these would be 
very difficult to implement without a lot of stretching/ 
shearing so they were dropped from the concept. 

The original concept had him in a semi crouched 
pose so figuring out the length of his leg to tarso ratio 
‘wound up being something that 
needed experimentation 


with as well. 


Specifically, Xing Tian is swamped 


in detail, not only on him, but also on his 


gear. Wa: icult to translate these 
from the concept art to the 3D model? 

Aside from generating ideas for areas that 
weren't as fleshed out in the concept it was pretty 
straightforward to detail Xing Tian. With those 
sorts of characters that are slathered 
with detail itjust 
takes more time 
to complete, as all 
of those details are 


hand sculpted. 


Having 
aface onthe 
torso greatly changes 
the dynamic ofa 
character. How did this 
affect the creation of, 
Xing Tian’s model? 
The face and shoulder 
regions are some of the 
more highly deforming 
areas of a character 
50 merging those two 
things together to 
create aconvincing whole wound 
up being a fun challenge. Typically the modeling 
department will provide a rough proxy model of 
the character to rigging to see ifit's deforming as 
expected. The initial topological flow worked great 
in some areas, but in extreme poses it wouldn't 
hold up. After meeting with Jake Gordon in Rigging 
and discussing ideas on how to flow the character 
anather rough proxy was generated which wound 
up becoming the basis for the final in game model. 


He was also initially created with a mouth that 
ITE Mag 
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would open almost all the way around his back 
per the concept. We found for animation to open 

his mouth up that wide he'd basically have to bend 
himself backwards almost in half to do so. This was 
deemed unnecessary and we wound up stitching 

that area back shut around nearer to the front 

of his obliques rather than behind them. 

Having a back and forth 
relationship 

with Rigging and 
Animation earlier in 
the process is highly 
beneficial for everyone 
involved when bringing 
our gods to life 

It allows us to 
address problems much 
more easily than if we 
attempted to do so after 


the final model is in game 


How did you solve 
the problem of creating a 
tanky looking character 
while being unable to 
cover a large part of 
his body in armor? 
Making a 
character look tanky or sneaky or good or evil 
isa combination of many different factors. For 
the tanky aspect of him it came down largely to his 
proportions, Some things we experimented with were 
making the helmet smaller in size, exaggerating the 
size of the face in the torso, giving him huge weapans/ 
shoulderpads, overall height adjustments and giving 
him massive arms. When coupled together all these 


things made for a very intimidating Xing Tian. 
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So obviously the face on his 


Each character I create is unique to me in 
_ artist is an individual and has their own 
di 


artists We're expected to create whatever is asked 


style and strong suits, As professional 


for though and adhere to the overall style guidelines 
of the game. Our Art Director Jerry Gardiner is 
very adept at working to the strengths of each 
artist and at the same time providing challenges 


Which help us grow and become well rounded, 


What aspects of the modeling and 
rigging process were different with Xing 
Tian when compared with other gods? 

Bakasura is the only other god we have currently 


with a maw in his chest cavity. Ben Knapp was 


the artist who worked on him and | actually spoke 

with Ben on how he'd approached that particular 

challenge. Using some of the knowledge he'd gained 
from creating Bakasura Helped me determine how 
I'd eventually approach baking the high resolution _a== 
sculpture downto alow resoluti6hin game asset 
The topological flow was altogether different though 
because Xing Tian actually has a fully functioning 


face that flowed into the surrounding torso anatomy. 


Which parts did you expect to be the 
most challenging before working on Xing 


Tian, and were those indeed the most 


challenging when working on him? 
‘As expected, building a fully functioning 
face into a torso wound up being the most 


challenging aspect of the character! m 
Questions By Jorg van der Velden 
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DEVELOPER'S INSIGHT 


_ INTO XING TIAN 


—~ Questions By Jorg van der Velden ~ 


‘As you may have noticed in the previous article (or the one after this if you immediately skinped 


to the player's insight), Who Is'is no more, To give you more insight, and to follow suit with the pramo 


pages Hi-Rez released with recent god releases, we've spit it up into various ‘insight’ articles. In ‘Dev's 
Insight into Xing Tian' we got the opportunity to talkto Fish, lead developer of Xing Tian! 


DANIEL FISHMAN, GAME DESIGNER 


What was the i 


jal design philosophy when 
you decided to make Xing Tian, and did the final 


character deviate from that initial idea? 
We've wanted a Guardian for the Chinese 

pantheon for a long time, so there was a lot of 

excitement around Xing Tian. Some of our original 


ideas were about hyper-supporting. He had an 
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ult that did no damage, but buffed his teammates 
and CC'd his enemies. But when it came down to 
it, Xing Tian’s lore is about being an unstoppable 
soldier, so we wound up changing his kit around 
to bring more of that to the foreground. 

He also began with a theme of 2-part abilities, 
but ultimately we lost that theme in the pursuit 


of more interesting and especially fun moves. 


When looking at Xing Tian, both in visual 


design as well as his kit, I can't help but feel there 
are similarities with Ares. Is this intentional or is 
ita result of both being aggressive Guardians? 

Yes and no. Visually, his lore is very specific about 
his famous “Axe and Shield’ fighting style, so that 
wasn't actually referencing Ares whatsoever. With 
the design of his kit, though, | was looking at other 
aggressive Guardians like Ymir and - yes Ares - for 
inspiration. So it’s not an accident that he comes off as, 
somewhat similar to our other aggressive Guardians. 
But we definitely look for ways to innovate with all, 
of our kits, with stuff like swinging your opponents 


around you, the 2-part CC, and the double leap. 


What was the most interesting idea that didn’t 


make it in the game for Xing Tian, and why? 
So, since Xing Tian has his “navel mouth”, we 
really liked the idea of a shout. That ultimately turned 


into the one we have now with Furious Roar. But it 


neo 
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was originally, as | mentioned above, an ultimate. 
He buffed allies in a radius around him, while 
sending the ghost face approximately Kukulkan 
ult distance at enemies, debuffing and fearing 
them. It was a cool looking ability, but even when 
we put Crazy buffs on it, it still felt ike a let down, 
for the ult. Either that, or this two-part footballer 
style sidestep into charge. Both cool, neither fit. 


Reducing the damage from auto attacks is, 

an interesting new mechanic. What inspired this 

mechanic and why was it included in Xing Tian’s kit? 
That one evolved over the course of development, 

We didn’t want Furious Roar to do massive 

damage, like Ymir's Glacial Strike, but we wanted 

it to be impactful, What we wanted instead was, 

‘a way of giving yourself a window where minions 

wouldn't halt your aggression in lane, We started 

with a stun, but evolved it into the attack damage 


reduction, a result | really liked in the end. 
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Were there aspects of Xing Tian’s kit that got 
changed because you were afraid they would be 
too strong or make the character too bloated? 

We definitely cut some bloat. There was a pretty 
cool rage mechanic we had, but it wound up being too 
complex to manage alongside the rest of his kit. My 
main goal, and this definitely came out with Ravana, 
is to have a kit that’s fun to play even when it's 
underpowered. Metas come and go. So | mostly build 
for fun (both for the player and the opponent, and 


then we adjust numbers to keep strength in check. 


Xing Tian is out for a couple weeks now. 
Is he performing as you expected him to? 

We've been watching his progress pretty 
carefully in recent weeks. He came out a little 
stronger than we'd intended - an issue we've 
addressed in the current patch. Although not, 
believe it or not, as much stronger as some of our 
other recent Guardians. I's also worth noting that 
when I say “stronger than intended”, our balance 
team has gotten a lot better over time - modern 
gods are within a much tighter distance from. 


highest win rate to lowest than they used to. 


What part of developing Xing 
Tian was the most fun to work on? 

Well, my favorite part of developing all the gods 
I've worked on has been seeing them in game. 


There's just nothing quite like watching something 


you crafted on a huge screen in a world tournament in 
the hands of skilled professionals around the world. 
But as far as before he’s released? It's probably 
developing the abilities {in design and code] without 
art, and then seeing the art come in while we're 
working on them - watching the design come alive. = 


Questions By Jorg van de! 


Artwork by Emily Barnes 
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PLAYER'S INSIGHT 
INTO XING TIAN 


Questions By Jorg van der Velden —~ 


With Hi-Rez upgrading the god releases with shiny new promo pages, we of the magazine can't stay behind and made 
several changes to the god release information. As you might have seen in the previous pages, what used to be Who Is..."has 
now various insight" articles, to make the information more readily accessible. Below you will find the ‘Player's Insight’ just 
an everyday John Doe's experience with the new god. Now, without further delay, let's dive into ‘Player's Insight into Xing Tian’ 

What is your first impression How was your first hands-on 
of Xing Tian’s design? experience with Xing Tian? 
The first thing that struck me was how similar ‘Amazing! Being an aggressive support player by 
Xing Tian’s design is to that of Ares. Not so much 


that they look alike, but the feeling they both 


nature, Xing Tian's kit immediately felt right in my 

hands. Smouldering Rage, his passive, allowed me 
carry with them. Both have a very aggressive aura to not worry as much about getting minion aggro 
about them and just the visuals alone give you or poke damage from the enemy laners with the 
the idea that you want to be in the enemy's face increased HPS it grants. Just this alone rewards 
all the time. Needless to say, I was hoping that playing on that edge of over extension as you heal up 


his playstyle was just as aggressive as Ares’ is, really quickly in the slower moments of the game. 


Really quickly | noticed that Xing Tian is indeed 


@ teo¥: 
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as aggressive as Ares is, with the added bonus of 
having mobility buitt into his kit. While the damage 
numbers Xing Tian throws out don’t reach the level of 
ridiculous that Ares’ does, they are very respectable 


and among some of the higher among the Guardians. 


How would you describe Xing Tian’s playstyle? 
Aggressive and tanky are the first things 
that come to mind, As | mentioned before, his 
entire kit promotes an aggressive playstyle and 
rewards it directly with increased HPS. He is also 
the Guardian that is, in my opinion, most akin to a 
classic MMO tank. With the increased protections 
from Sky-Cutting Axe, increased healing from 
‘Smouldering Rage and reduced basic attack 
damage from enemies affected by Furious Roar, 
Xing Tian is one of the best characters in the 


game to face-tank the enemy team head on 
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What are the weaknesses of Xing Tian? 

The things I've run into are the fact that he’s 
really mana hungry and that he doesn’t have as 
much lockdown potential as other Guardians, 
Because Smoldering Rage’s increased HPS is 
based on the enemies hit with your abilities, you 
continuously use mana to keep your passive 
stacks up. This also means that you often lose 
your stacks if you rotate between lanes, leaving 
you a little bit more vulnerable when you arrive. 

His lockdown potential is hurt by the fact that only 
two of his abilities actually have CC [crowd control} 
tied to them. Hook Slam has arguably one of the 
most powerful types of CC in the game, knock up, 
tied to it, but it's the only CC he can use frequently 
The area of effect is also pretty small compared to 
some of the ather Guardians’ CC, so a lot harder to 


hit. The root afterwards is also tricky to hitas itis a 


small circle right under Xing Tian’s model. Whirlwind 


vossene ® 
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of Rage and Steel has the same strengths and 
Weakness as Ares’ No Escape. It can bundle up the 
enemy team and set them up really well to be bursted 
down, Buta timely application of Purification Beads 
Circumvents all of that. The one major difference 

is that Whirlwind of Rage and Steel immediately 
applies the damage, so even if the enemy uses Beads 


r bursts down Xing Tian, the damage is done. 


‘What items are essential on Xing Tian? 

That really depends on which role you pick him 
in, as Xing Tian can make a passable solo-laner as 
} \ / ered wells a support. As a support, parts of your build 
\ Cs are relatively set when playing him in Conquest, as 


Sovereignty and Heartward Amulet are too strong 
5 to pass up. In other game modes, or in the solo 
lane, he greatly benefits from Mystical Mail as he 
will spend most of his time right up in the enemies 
faces. When going this route with Xing Tian, Voidstone 
can be a huge asset, giving a little bit of everything 
in the magical department and enhancing not 
only the damage from his abilities, but also of his, 
magically inclined allies and his Mystical Mail procs. 
4 Actives are really up to the player to decide. | 
personally have had great success with any level 


of Blink. The element of surprise is incredibly 


strong when yau use Blink followed by either Hook 
Slam or Whirlwind of Rage and Steel, allowing 

the rest of your team to follow up with harder to 
hit CC abilities and damage. Other good actives! 
are either of the Curses or Heavenly Agility, which 


are all on the actives list for other guardians, 


Anything else you noticed about Xing Tian? 
All the important aspects have been addressed 
in the previous questions: his strengths, his 
weaknesses and some things to look out for. One 
thing | do want to note is his levaling priorities. 
Furious Roar and Whirlwind of Rage and Steel are 
almost always a priority simply for the damage 
they dish out. But when it comes to leveling Hook 
Slam or Sky-Cutting Axe things aren't as clear cut. 
Hook Slam’s root duration increases with levels, 
so when facing enemies that don't have jumps or 
dashes, this might have your preference. Sky-Cutting 
‘Axe on the other hand has more easily confirmed 
damage, and the protections you gain when in the 
air or after hitting an enemy scale with level as 
well. Which one you level first is up to the player's, 
preference, though | have found that Sky-Cutting 
‘Axe is the safer and overall more effective choice. a 
Questions By Jorg van der Velden 


3 


ARTICLE 


TYING THE CONNECTIONS: 


ZHONG KUI 


——~ By Timathy Tian —~ 


This time around on Tying the Connections, let's take a trip to the East and discover the origins of The Deron Quelle, 


Zhong Kui, and see just how much of his story is actually incorporated into his SMITE counterpart (nipple ring, really?) 


rst ofall, let's get into the lore surrounding 
Faw Kui and understand his significance 

to the Chinese people. His story begins in the 

Tang Dynasty in China, circa 618 A.D... During this 

time, China had already established a system by 

Which the people would be able to apply for the 

state bureaucracy. This system was named as 

the Imperial Examination and during the Tang 

Dynasty, it became the major path to politics, sort 

of an entry ticket to the office of the government. 

Itis also during this time that Zhong Kui took 

it upon himself to sit for this exam. Despite the 

difficulty of the exam, which is known far and wide, 

Zhong Kui answered them quickly and eventually 

received top marks for his efforts. Through this, 

he received the title of “Zhuang Yuan’ which 


translates to ‘graduate’. Scholars with this honour 


could be considered to be the best of them all 
since they were only presented to the recipient of 
the highest score in the Imperial Examination. 
Instead of fame and fortune, things started 
to.go wrong for Zhong Kui. Due to his ugly 
appearance, the emperor was ashamed of his latest 
Zhuang Yuan. As a non-believer of finding beauty 
inside the hearts of people, he stripped Zhong 
Kui of his brief title, Enraged by the events that 
unfolded before him, he made the rash decision 
of killing himself by hurling his head onto the 
palace gates until it broke. At that point, Zhong 
Kui's life came to an abrupt end...or did it? 
During his judgement in the Underwortd, its 
ruler, the Hell King, noticed Zhong Kus potential. 
His brilliance earned him top marks in the Imperial 


Examination. His hasty decision to end his life 


Jal SMITE Mas: 


however earned him a new residence in Hell. 
Because of his potential though, the Hell King 
granted him a new role, a King of Ghosts, and 
would forever capture and bring order to them. 
One of his famous endeavours involved the 
Emperor Xuanzong, the 7th emperor of the Tang 
Dynasty. During this time, the emperor fell gravely 
ill. Throughout this period, he had a recurring 
dream of a small ghost stealing a purse fram an 
Imperial consort and a flute from the emperor: In his 
dream, another bigger ghost made an appearance 
and instead of stealing, he swallowed the smaller 
ghost instead. He then introduced himself to 
the emperor as, yep, you guessed it, Zhong Kui 
When the emperor woke up, his illness was gone. 
Strongly influenced by the events that occurred, he 
instructed a court artist to paint a portrait of Zhong 
Kui and hang it up in the palace. Since then, Zhong 


Kui cemented his place as the vanquisher of evil. 


44 ONE OF HIS 

FAMOUS ENDEAVOURS 
INVOLVED THE EMPEROR 
XUANZONG, THE 7TH 
EMPEROR OF THE 

TANG DYNASTY.77 


Now, let's delve into his his name, Zhong Kui, or in 
its more original form, #61. In the Chinese language, 
each character carries its own significance and Zhong 
Kui's name is no different. The first character is a 
common family name of the Chinese culture and 
bears no actual meaning. The second character on 
the other hand translates to a few different meanings. 
The character branches into multiple definition 
depending on the context itis used in. On its own, 

the word ‘Kui’ refers to a thoroughfare, a route of 


sorts. One could say that ‘Kui’ may be referring to 


the path he brings to ghosts as he captures them, 
leading them away from the people. This is only 
theoretical though - it may just be coincidence that 
his name can be tied to his role during his afterlife. 
Moving along to his appearance, in many 
depictions of Zhong Kui, he is shown with unflattering 
features while bearing a sword. In this case, SMITE 
retains the physical characteristics of Zhong Kui, 
giving his model an ugly face as well as a bigger- 
than-average body size. The difference lies in his 
choice of weaponry - the usual sword is replaced with 
a paintbrush. This may be a reference to Emperor 
Xuanzong summoning the painter to produce a 
painting of Zhong Kui. According to some sources, 
this was the event that catapulted Zhong Kui to his 
popularity in catching ghosts, a very noteworthy 
event indeed. The biggest disparity between the 
two versions of Zhong Kui would be the presence 
of THE nipple ring. There are no mentions of nipple 
rings during this era in China. Throughout this 
period, there is only the existence of pierced ears 
and nothing more. This addition would seem to be 
a modern rendition of Zhong Kui, just to bring him 


Up to date with the world since the Tang Dynasty. 
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DEMON BAG 


‘A few paintings of Zhong Kui does depict 
him with a sort of pouch. However, its purpose 

is unknown but it would make a lot of sense to 
conclude that it was indeed the bag Zhong Kui used 
to store captured ghosts. In terms of the Passive’s 
outcome, it does seem a little out of place that the 
demons provide Zhong Kui with protections. One 
would expect the demons to bring about more 

cons than pros, considering that Zhong Kui hunted 
them down and captured them. The tale could be 
turned the other way round though to better fit the 
Passive. The extra souls that Zhong Kui carries 
may actually form a sort of defensive barrier from. 
the outer world. A simpler explanation would be 
that the demons are simply scaring off the other 


gods thus providing him with the protections! 


EXPOSE EVIL 


This ability does not seem to have any 
direct relation to Zhong Kui. Instead, they seem to 
have stronger connections to the Chinese vampire 


known as the Jiangshi. Their appearance involves 
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having a paper talisman attached to and hanging 
off their forehead. This paper talisman is also said 
to have sealing properties, thus warding them off. 
So, while Zhong Kui did not exactly use these paper 
talismans according to his lore, they do exist and are 
Used to ward of these vampires instead of ghosts 


which are more closely related to the King of Ghosts. 


EXORCISM 


This ability on the other hand almost 
exactly replicates the events with Emperor Xuanzong, 
From the earlier tale explained above, Zhong Kui 
removed the emperor's illness by consuming the 
smaller ghost haunting the emperor's dreams. This 
can basically be seen as driving the demons out of 
one’s body, exactly what this ability does. There are 
some uncertainties on haw this ability works though. 
According to the lore, when Zhong Kui removed 

the demon, it cured the 


emperor since 


him had 
been removed. 

In SMITE, removing 
the demon from enemies actually damages 
them and heals Zhong Kui instead! Neglecting how 
the ability actually worked in terms of his lore, the 

changes would make sense from a gameplay point 
of view. If the ability was worked in such a way that 
itwas lore-accurate, it would be able to buff his 


teammates, This seems a lot more like an ability of a 


Guardian instead of a Mage. Being a Mage, damaging 


abilities are a must and implementing them here 
does seem to be a very good idea, The capturing of 
demons marked by Expose Evil can be seen asa 


shoutout to Zhong Kui’s role as a demon hunter. 
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the evil within 


BOOK OF DEMONS 


There is no mention of Zhong Kui having 
stunning abilities or having a floating book beside him 
during his journeys. In a symbolic perspective, the 
book may signify his genius-level intellect which he 
proved during the Imperial Examinations by scoring 
top marks. This was the very obvious trait that the 
Hell King saw in him which eventually led to him 
becoming the Demon Queller. Having the book beside 
him at all times will constantly remind others of his 
intellect and at the same time, is also very visually 
appealing. The fact that the book also fires basic 
attack damage further emphasizes how knowledge 
has paved Zhong Kui's life. In terms of the stun when 
activating this ability, this may only be introduced 

to provide Zhong Kui with some amounts of Crowd 


Control [CC] instead of actually tying it to his lore. 


A RECALL DEMONS 


BEL this abitty were present 


in Zhong Kui’s actual lore, it may be 
displaying the darker side of him. It is 

not mentioned in the myths where the 
captured ghosts were brought to. A 
reasonable conclusion would be that they 
were brought to the Hell King to be kept 
there instead of up in the living world 
Zhong Kui releasing his captured ghosts 
and allowing them to chase and damage 
every enemy in the radius wauld sound 
like that dark side mentioned earlier. Once 
again, his role as a Mage may have played 
a big role in deciding how this ability 
worked, Damage potential is important for 
him and this is another suitable domain 


to display his damaging capabilities. 


With Zhong Kui, there are quite 
a few stories where his kit could (and. 

may very well] be built upon and for the, 
most part - are very lore accurate, The 
apparent differences tend to lie in how 

the abilities work instead of the actual 
abilities themselves. Allowing him to 

have only buff abilities diminishes his 
importance as a Mage and once again, 
this shows how strongly a role can actually 
influence the kit of a god. | wonder how 
different Zhong Kui may have been if 

he was classified as a Guardian instead 
of a Mage. That would be something 
interesting to think about. Perhaps, a 
future candidate for God Re-Envisioned?m 


By Timothy Tian 
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DIARY OF... 


feel. My eyes are stiff and my breath weak, but 
| feel. A force is pulling me skyward, towards 
the light. Towards the noise. Towards my queen. 

My peaceful sleep has been once again awoken 
by the ethereal call to arms, Nu Wa, Guardian to 
Heaven and Earth, has made her calling known and 
I shall be the one to answer. | will again feel the wind 
blow on myskin, the scent drift through my nose, and 
the adrenaline of the fight surge through my veins. 
Breaking through the light, | am kicked into gear. 

Appearing in the middle of the fray | am 

real. | live, I breathe, and I know what | must 
do, With a cautionary glance to my eternal 
goddess, I charge forward, defending my queen. 
As run, my legs unstiffen and my amble 
transforms to a charge. Rage burns deep within 
my heart and my enemy is within my sight. 

My right hand grips the leather of my sword 


and I channel the rage | feel through my sword and 
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A CLAY MINION 


~ By kris West —— 
into the neck of the enemy. They want to hurt me. 
They want to hurt my queen. They will not. As my 
enemy falls, I lock onto my next target and begin ta 
charge. Head down and arm outstretched, my blade 
pierces another enemy, and then another. One by 
one, they fall to my power, and my queen is safe. 
Cloaked in a fog, | stalk my next victim and, at 
the optimal mament, strike, felling yet another foe. 
The steel fram my sword glistens as the light hits 
itand [feel the surge of hatred rise to the surface 
as | hack andslash my way through my enemies. 
As all of the men fall, a divine presence reveals 
himself to me - Loki, the Trickster God. Whilst 
most others would be fooled by him, | alone am. 
not. | charge, sword at the ready. | can feel his flesh 
beneath my steel already. His limbs falling, his last 
laugh escaping his mouth as a look of horror replaces 
it, Iwill make my queen proud; | will earn her respect. 


‘As my sword is inches from making contact 
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with this beast, | stall, no longer able to swing my 
weapon. | push against this force, willing myself to 
fight. | must fight. | must protect my queen! As my 
eyes dart from the enemy in front of me to my feet, 


the rage leaves and instead is replaced by fear. 


Before my very own eyes, my body is 
crumbling. Franticly, | push forward, but to no 


ail, and with every blink, more of myself is 


gone. More of what makes me me is gone. More 
of what | use to protect is gone. The light begins 


to fade and, as fast as | was there, | am gone. 


feel, My eyes are stiff and my 


breath is weak, but | feel. 
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DRINKING A BEER 
WITH STEVESKETCHES 


~ Questions By Jorg var 


der Velden 


This month | got the chance to sit down (in a way) wi 


‘Stephen ‘SteveSketches' Nickel, Concept Artist 


for 


22 Stuaios and fanart grandmaster, and talk about his art, his work for Hi-Rez and SMITE in general. 


Let me say, it's been a joy to do 


with him! The entre interview felt like we could ve been sitting in a smoky 


bar just talking over a beer or two. | hope you enjay reading th 


nterview as much as I did writing. 


Let's skip the boring questions and 
dive right into you and your art. How would 
you describe your artstyle in three words, 
and why exactly those three words? 

Three words? I don’t know, | think 

style description. A lot of people 

on my loose strokes and rough edges a lot. | don’ 
usually tighten things up a whole lot when I'm 
doing fast sketches and things. | like using lots of 
colors, s0 ‘colorful’ and | just love drawing fantasy 
stuff. So I tend to draw lots of loose, colorful fantasy 


drawings and that is probably my main thing. If 


that's a general style question, this would be it. 


That fantasy stuff, is that also 
what drew you to SMITE? 

Oh yeah! Well, my favorite game as a kid 
was Legend of Zelda: Ocarina of Time, running 
around with a sword and shield and fighting 
monsters and stuff. | remember really wanting a 
multiplayer mode so | could test my 
my friends. SMITE came out years and years lat 


| sat down to play it and | was like ‘dang, this is 


pretty much all that | wanted out of a third person 
multiplayer game’. Ithas objectives, colorful 
characters, cool special abilities, and in 


your face hack and slash combat! It's a lot of fun! 


So it just clicked with what you were 
looking for and what you liked. 


always had a love-hate relationship with the art 


direction. What initially drew me was the art and 


k spamming 

either. We feel more comfortable with joysticks 

and buttons and things like that. If all my stuff is 

just clicking the mouse then | don’t have fun. 
Honestly, when it came to the mythos of SMITE, 

| got kind of frustrated. | lke the ancient mythal 

but by choosing that theme you're subjecting 

yourself to people's preconceptions about what these 

characters look like. It adds some extra limitatic 

Ina game like Paladins (up om Hi- 


Rez] there's a lot more freedom because they can 
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That skin is a perfect match of 


a concept and character in my opinion, 


That's a cool story, actually. Iwas designing 
e skins for Bacchus. None of my ideas for him ever 
ay x made it into the game, but one of my ideas was a j 


Luchadore skin. When one of my bosses saw that he \" y 


said they couldn't use that idea for Bacchus because -/ 
they were already planning one for Hercules. A few j 

& months later they came to me and said ‘let's do / 
= that Luchadore thing you were talking about’. Itwas 
4 really exciting to be able to work on that. It was also / 


one of the harder skins to work on because | had to f 


doa lot of research to make sure it was authentic. 


Ok, let's step back a bit. You said earlier 
that you had a love-hate relationship with 
the art direction for SMITE. How so? 
design whatever the heck they want. But If you put Ooh, you caught that sentence. Dangit. love 
Zeus into SMITE and he doesn't have a beard, people my jab and the game, and I have tons of respect for 
are going to be ‘what the flip, what did you do to the character design team, but there were times 
Zeus?’. You don’t have the same artistic freedom that | got alittle frustrated when it came to the 
character design in SMITE simply because there 
‘The Hercules syndrome where everyone got wasn'ta lot of exploration happening with a number 
worked up about the fact he lost his beard. of the characters. They were trying to stick too 


Oh yeah! | was one of those peoplelWas totally close to the original lore and not allowing a lot of 


one of those people! Actually, in terms of skins exploration, or at least it felt that way to me. Now, | 
that I've designed) La Roca Hercules was probably have never had the pleasure of designing an original 
one’6f my favorites. Hercules has always been one character for the game, so | haven't been under the 
of my favorite characters because I love getting gun, so to speak, in that respect. I've only designed 
in there and brawling, taking care of business skins, and there's a lot less pressure when you're 
head on. When | got to design La Roca Hercules, designing skins. However, there were quite a few 
included a sketch of that giant pig pinata thing. | times when they released characters and | would 
was so happy that made it into the game. | count table-flip and stuff because | had a different idea and 
that among my top personal achievements in life | thought ‘screw what the lore says, make it better!’ 
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Could you expand on that a little bit more? 
| see that in your avatar you're dressed up as 
Athena. When she was released she was probably 


the one I threw the biggest tantrum over just 
based on visual design. She's a Guardian and 

Guardians are big, burly characters and | feel they 
eally missed an opportunity to create a more 
Amazonian, decked-out-in-armor, kind of babe. Sort 


of what they did with Bellona, but even mor 


One of the things you need to know about concept 
design is that a lo mined by silhouette, It 
determines your first thought about that character 
atthe 


before you see any details. When 


jaracters in the game you see lean, slender, fast kind 
of shapes for Assassins, you see big, bulky shapes for 
Guardians etc. When Athena was released I asked, 
‘Where's her armor? Where are the heavy shapes? 
She looks li 


felt like t 


very ott le in the game!” | 
wasn't a lot of variety going on with the 
here wasn't 


design and | feel li nough exploration 


taking place. | felt like they could have pushed more. 
Some of the changes they've made were really 
good, like Ao Kuang, but the freedom to reinterpr 
the myth is really cool and | believe und: 
How did you get into art in the first place? 
Is it just that you found a pen and paper one 
day and started to draw and never stopped? 
That's more or less how it happened, but it wasn't 
lege and I took a character design 
alized that this is probably the most 


fun I've ever had in my entire life and I really wanted 
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to do this for a living, screw the consequences. But 
it took a few years of pursuing the wrong career 
before | realized that art was what | wanted to do for 
a living. But becoming a professional artist is scary; 
it's a terrifying commitment because you're basically 
signing yourself up for ‘the poor party’. | don’t care 
about how poor I get, I want to be an artist and | want 
to make this work, and that's scary. Art is how I make 
my bread and butter now, but I really hope Hi-Rez 
picks me up soon, or someone else does. It would 
help me feel a lot more secure in both my finances 
and my future! | would love to be on the design 


team for Paladins and creating new archetypes. 


That bridges nicely into another note | have: 
‘along long time ago you submitted quite a lot 


of art for the SMITE F.Art Show. Is that what 


got you noticed by Hi-Rez for skin designs? 
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| got noticed by Hi-Rez before the game was 
in open beta. | was in the wave that got in just as 
Guan Yu was released, which was a long time ago, 
and | was watching the streams and looking around 
on the website all hyped up about the game. It was 
fun being part of the original crowd, partly because 
there were so few of us, but that also meant that 
nobody was making fan art. So | was the first major 
fan artist that came around. After a while | started 
streaming and | was turning out fan art on a weekly 
basis. After that I cranked it up and I was doing daily 
streams, so | was cranking out even more. It got 
pretty crazy there for a while, And then the launch 
tournament came around and | did a fundraiser 
stream where all my viewers pitched in to get mea 
plane ticket. | flew over, tracked down the art director 
and | said ‘can | please have a job’ and he said ‘no, 


but we'll hire you as a contractor’ and | said ‘great’ 


Jal SMITE Mag: 


‘Ayear later I flew back again, this time on the money | made designing 
skins, and | asked ‘can | have a job’ and he said ‘no, but you can have 


a raise’ and | was like ‘alright’. So, third time's the charm, right? 


So that's in your opinion the best way to get a 
job: get yourself noticed by the right people? 

Basically, yes. And persistence. It's the best way to get any 
job, really. Get out there, get in everyone's face and say ‘HERE | 
AM! THINK ABOUT ME! HIRE MEI’. That and I'm just block headed 
and stubborn, which landed me the job more than anything, 
really. Another thing is keep getting your work out there and 
keep building connections with other artists. You never know wha 


will give you the right recommendation to the right person. 


What would you say would be the points you 
need to work on in being a designer? 

Taking direction is definitely one of them. That and not necessarily 
being able to work on the ideas that | want or that I feel comfortable 
with. For instance, I'm not big fan of drawing machine stuff, I'm 
more of a fantasy guy. | think that the last couple of skins have all 
been machinery and sci-fi in some way and its driving me a little 


bonkers! But I'm learning a lot from it, so | guess that's a plus! 


Do you suffer from art blocks? If so, how do you get around them? 
Oh definitely! Sometimes | get handed an assignment with 

the weirdest parameters and | have no clue what to do with it. 

usually go to my sister, who has nothing to do with SMITE at all, 

and rant about how | am stuck and have no idea where to go. She 

just starts saying random things and pretty much always ane of 


them sparks a thought that leads to a whole bunch of ideas. 


Stephen ‘SteveSketches' Nickel can be found 

on Facebook, Twitch and Twitter: 

Facebook: https://www.facebook.com/stevesketches 
Twitter: @SteveSketches! 

Twitch: http://umwtwitch.tv/stevesketches 

Artstation: https/wwwartstation. com/artist/stevesketches 
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With the fall split coming into full swing, and forming your own fantasy team is more and more 


becoming a thing, | decided to abuse my position as writer for the Oficial SMITE Magazine and thraw 


‘myown Utimate Fantasy Team out there! The resulting picks are based halfon performance, half 


on gut feeling and half on my level of fanboy for that particular player. I's all very scientific! 


t's going to be hard from the start, as Solo is 
the first position we're going to try to fill. Across 
NA and EU, there are a number of players whose 
performance have been the stuff of legends. | think 
| wouldn't be far from the truth when I say that the 
first players on everyone's mind in this position are 
the prodigies CycloneSpin and Divios. Both have been 
performing extremely well and are almost always 
dominant in their games. Hell, during a post-game 
interview Incon, support for AFK, basically said: “We 
let Cyclone be Cyclone and try to get him fed”, further 


reinforcing the carry status that CycloneSpin has. 


But EU is no slouch in that department either! Most 
notably Maniakk and Ataraxia. Maniakk is a SMITE 
veteran and is more of a silent force in the team, but 
his presence is undeniable. Ataraxia surprised me 
most with his flexibility. At the start of the season, he 
and Confrey switched positions and Ataraxia went 
from Hunter to Solo. In this position he has had no 
problems filling whatever the team needed, being a 
tanky front-liner, a god capable of providing support 
or a hyper-carry depending on the team composition. 
I would have to go with Ataraxia for the solo Lane. 


Not just because of his amazing performance and 


flexibility, but also for being a really good team captain 
and trading roles on Confrey’s request. And he's just 
an overall nice guy in the post-game interviews. 

Next on the block is Jungle, and there is no 
shortage of really good performers in this role. Listing 
them all and why they should be considered could 
be an article all on itself, so Ill restrict myself to 
my top 4: Adapting, DaGarz. Repikas and Andinster. 
‘Adapting has the top kills in the SPL, and that 
alone makes him worthy of considering. DaGarz, or 
ThorGarz when paired with his top performing god, 
is a mechanically sound player no matter which 
way you look at it. Repikas is part of the Season 1 
Cinderella story that is Titan and his synergy with the 
entire team is just astounding, coordinating attacks 
as if they're one man with ten hands. Finally we have 
the man that likes his cooldowns a lot: Andinster. 
Almost always building Bumba’s Mask into Warrior 
Tabi into Jotunn’s Wrath on his Assassins, he hasn't 
ended a match with a negative K/D/A in Season 2 

Again I'm going to stick to EU with the Jungle and 
go for Adapting. His ability to be almost omnipresent 
in all three lanes, coupled with insanely successful 
ganks, sets him squarely at the top of my list 

Moving on we reach the halfway point of both 
the map and this article: the middle lane. And 
once again we're not hurting for big names and 
big performances! Narrowing it down to four I get: 
KikiSoCheeky, Lassiz, Lawbster and PrettyPriMe 
I'm a huge fan of Kiki's almost supporting playstyle 
in what is usually a mid-game carry position, though 
his raw numbers tend to suffer a little because of it. 
Lassiz really started to shine again when he moved 
back to the mid-lane where he started his pro SMITE 
career in early beta. Lawbster is pushing some 
ridiculous K/D/A numbers on his stat page, both 
in kills and assists. PrettyPriMe is just too fancy to 


resist! Seriously though, his performance has been 
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amazing throughout the matches, and the synergy 

that he has with the rest of his team is beyond words. 
I'm going to stick to my personal favorite 

here and go for KikiSoCheeky. Probably not 

the smartest choice if you're looking for high 

numbers of fantasy points, but his ability to carry 

the rest of the team by making their jobs easier 

is something | have to take as a Support main. 
Speaking of which, we're moving on to the duo 


lane and starting with Support. What once was 
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an underrated role has become a shining light 
with some of the most memorable personalities 

in SMITE. Top favorites here are Incon, KanyeLife, 
PainDeViande and TrixTank. One of the most vocal 
pro players in SMITE, Incon’s performance has been 
solid all across the board. And he swears he just 
accidentally gets his kills and isn’t stealing them. 
KanyeLife’s Ares is the stuff of legends, almost 
single handedly bringing back his team when they 
were behind 2-0 in the SWC finals last January. 
Something similar can be said about PainDeViande, 
sporting the highest number of assists ever achieved 
in the SPL on his Odin Support. Rounding out the 
Supports is TrixTank, who had a rough Season 1 

but is hitting his stride more and more in Season 

2, returning to the glory he had when TSM won 

the SMITE Launch Tournament in March 2014. 

My personal pick is going to Incon. He's been. 
showing up to the games and then some, bullying 
the opponent with every chance he gets. And I love 
to hear his communication during a game. | will 
never forget the “I'm boppin, I'm boppin, looking at 


him funny, I'm boppin” while playing Cabrakan! 


The last role to fills the carry of all carries: the 
Hunter! Legendary doesn’t even start to describe 
some of the players that made their name in this 
position, and it’s been tough to not let myself get 
influenced by past glory (I'm sorry Zapman senpai 
The top names here are Allied, BaRRaCCuDDa, 
Emilitoo, Realzx, Funballer, Snoopy and Confrey. 
FAR TOO MANY! All of them have had stellar 
moments and carried games more often than 
they have had a right to. The thing I'm looking for 
here is consistency, and with that in mind, Allied, 
BaRRaCCuDDa and Confrey spring to mind. Allied 
always performs to the needs of the team and can 
switch quickly between a supporting Hunter when 
CycloneSpin gets fed or a hard carry when Cyclone 
gets focused and shut down. BaRRaCCuDDa 
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basically wrote the book on being a Hunter and 
consistently performs better than any of his peers. 
Confrey is just solid. Moving from the solo lane to 
the duo lane, he quickly settled into his new role and 
has been a menace with KanyeLife next to him, 

While I'd love to go with Confrey here, as 
he can still develop even more in his position, 
| have to go with BaRRaCCuDDa, This man 
has been so consistent and dominant in his 
performance that | cannot pass him up. 

There you have it! My personal Ultimate Fantasy 
Tear. Likely not to be the team that gets the highest 
scores across the board, but a team I feel comfortable 


with and have faith in getting steady results with, m= 


By org van der Velden 
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GOD SHOWDOWN: 
HERCULES VS. RAMA 


~ By Timothy Tian & Jorg van der Velden ~~~ 


One of the most heard sentences in MOBAs is ‘Iv me brah!” Hi-Rez has kinaly provided us with the 


Joust map to actually be able to Iv} and prove who is the better player. Were here to take ita step further: 
we're going to pit two gods against each other and have them battle it out mano a mano! But we're nat 
using their in-game skils or abilities, we're using their accomplishments in their mythologies to see who 


is the best In this first edition were facing off two ancient superheroes: Hercules versus Rama! 


org: A small introduction is in order 

J iocnainan I'm Jorg 
GreyAethelwulf” van der Velden and I'll be 
firmly in camp Rama, the Seventh Avatar of 
Vishnu and the perfect exemplar of humanity. 

Tim: I'm Timothy ‘Timé3" Tian and I'll be 
representing the mighty resurrected beardman 
himself, Hercules, the Champion of Rome! 

Jorg: Let's blow out of the gate swinging and 
skip to Rama's travel to face off against Ravana. To 
get to the demon lord, Rama needed to cross the 
ocean and he fasted and meditated for three days to 
Varuna, Lord of Oceans, to help him get across. When 


Varuna didn’t answer his prayers on the fourth day, 
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Rama drew the Brahmastra, a bow so powerful it was 
said it could destroy all creation, in rage and aimed 
it at the ocean. Quaking in fear, Varuna appeared 
and pleaded Rama to not destroy the oceans and 
instead aim Brahmastra at a race of demons living 
in the darkest depths of the ocean. Not surprisingly, 
Rama destroyed the entire race with one single shot. 
Rama made a deity quake in fear and destroyed an 
evil race all in the span of a couple of minutes! 

Tim: Hercules also had his fair share of 
encounters with deities. One of his many face-offs 
against a god started with a princess named Alcestis. 
Before we go any further though, we'll need a bit of 


backstory. She was renowned for her love towards 


Ma 


her husband, King Admetus. Rama was taken to the forests by Vishwamitra, one 


On one particular day, of the most venerated sages of ancient India, to slay 


‘Admetus was fated to Rakshasas, enormous creatures sprouting fangs 
die in the hands of the and claws, who were defiling the religious rituals of 
‘Fates’, incarnations of 
destiny. Apollo came ta 
his aid by convincing the 
Fates to reprieve Admetus’ day of 
death. Eventually, they agreed to do 
so under one condition: someone would 
have to take Admetus’ place in death. 
Due to her affection for Admetus, Alcestis 
voluntarily took his place and took her final steps in 
life towards Thanatos, the daemon of death himself. 
At this time, Hercules, or rather Heracles, was a 
guest in Admetus’ home and was very impressed by 
the King’s hospitality. In exchange for his kindness, 
Hercules descended to the Underworld, fought Death 
and overpowered him no less, and returned Alcestis, 
to the living world. Whew, all in a night's work! 
Jorg: Ah, but Rama's exploits don't limit 


themselves to deities alone! At the young age of 13, 
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Brahmin, or Hindu priests. While Rama had no 
qualms vanquishing the male Rakshasas, he balked 
when Vishwamitra asked him to slay their leader, 
the demoness Tadaka. Rama considered it a sin 
to strike a woman, no matter their form or origin. 
Vishwamitra explained to the young boy that evil 
doesn't know or care about gender, but that wasn't 
enough for Rama to kill Tadaka. What made him 
slay her, and in the process release the trapped 
soul of a nature spirit, was his integrity and virtue, 
for he promised his father to follow Vishwamitra’s 
order, even if they are a sin. So not only did he stop 
an evil threat, he did so with a level of virtue and 
integrity unheard of in both gods and humans. 
Tim: Hercules isn’t one who is shy of virtue 

or integrity himself. One of his greatest exploits 
display these traits in full force and they are known 
as the famed ‘Labours of Hercules’. Hera, Herac 

pmother, has never been fond of him, Even as 

1e sent serpents to remove him fro 

existence. This hate relationship went on to adulthood 
where she crafted a plan to drive him mad. Lost by 
insanity, he slew his family. After his awakening, he 
felt extremely upset by what he had committed and 
vowed to pay for his wrongdoings. This is where the 
humanitarian side of Hercules begins to show. The 
humility shown by a hero as prominent as Hercules is 
definitely worth a mention here. Others may have just 
gone off with little regret in their minds but Hercules 
instead inquired about how he could atone for his 
actions. Thus, the Labours of Hercules were born. It is 
said that by serving King Eurystheus and performing 
his labours, Hercules would be granted immortality 
Stories of his battles against the Nemean Lion, the 

ymphalian Birds or the Cretan Bull all come under 


his adventures during this time. His hardship at 


this period eventually made him the embodiment 


of a concept the Greek named ‘pathos’, where 
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struggle and suffering led to fame and eternal life. 
Jorg: Hmm, I guess Hercules and Rama are 
more equally matched than | initially thought! But 
I wonder if Hercules also showed mercy to his 
enemies, even if that enemy is the greatest foe 
and force of evil he ever encountered. After Rama 
completed all of the above, he faced Ravana and his 
armies directly. Instead of immediately charging 
into battle, Rama gave Ravana a chance to prevent 
war, simply by handing over Sita, who he had 
kidnapped to force Rama's hand, and apologizing 
for his actions. Ravana refused and initiated war. 
Relatively early in this war, Rama and Ravana faced 
off in an epic battle and Rama utterly defeated 
Ravana. However, he let Ravana live to give him a 
chance to atone for his transgressions. Sadly, being 
the Demon king and all, Ravana did not learn and 
kept fighting the war against Rama and his forces. 
Tim: Well, | guess this is where Rama gets the 
upper hand. Hercules’ life invalved many deaths and 
not as much mercy. After completing the labours, 
Hercules fell in love with Princess lole. Her father, 


King Eurytus, offered her hand in marriage to 
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any individual who could defeat his sons in a bout 
of archery. Hercules completed the feat but was 
denied the princess by Eurytus. He was afraid that 
the events of Hercules killing his family would be 
repeated onto his own. In a fit of anger, Hercules 
killed Eurytus and his sons [except one who believed 
in his innocence) and abducted lole. In another 
tale, Hercules had been short on food when he 
encountered two bulls owned by King Theiodamas. 
Hercules slaughtered and ate them. Theiodamas then 
tried to fight Hercules but was killed in the process. 
over two bulls no less. So, to round this point up, 
even though Hercules had been through difficulties 
in life, he was never afraid to back down from them. 
This may have led his sense of carelessness for 
human life. Ifit had to be done, it has to be done. 
Jorg: While not necessarily a noble trait, 
ruthlessness does have it's advantages. As you might 
expect, Rama and Ravana faced off again after the 
latter recovered from the wounds he endured during 
their first encounter. Knowing that he could not 
defeat Rama with just his combat prowess, Ravana 


beseeched holy and unholy beings for more power 


and employed dark magics to further enhance his 
already considerable might. Fully prepared with 
supernatural powers Ravana engaged Rama again, 
and this time the battle lasted longer than either 
combatant had experienced before. Eventually Rama 
got the upper hand again and decapitated Ravana. 
But instead of falling down dead, a new head instantly 
grew back, a disgusting representation of the evil 
powers Ravana had employed. This cycle repeated 
itself a number of times, and every time Rama 
decapitated Ravana an even more grotesque head 
grew back and Ravana's strength increased with 

the coming darkness of night. Rama needed divine 
intervention in the form of Mathali, the charioteer 

of Indra, Lord of Heaven, telling him that Ravana 

had gotten hold of the nectar of immortality, amrita. 
While Ravana couldn't consume it directly, as he 
wasn'ta divine being, he had stored a portion of 

it in his stomach so he could still benefit from the 
regenerating effects of amrita, Rama needed to 
employ Brahmastra, the same powerful bow he 

used against Varuna, and invoke the Aditya Hridayam. 
prayer, used to reinvigorate the now exhausted Rama, 


to destroy the store of amrita in his stomach and 


finally destroy Ravana. Had he not shown so much 


compassion, a lot of lives might have been saved on 
both sides. Is it better to be noble or to be effective? 
Tim: You make a very good point there. | guess 
it really depends on the amount of threat on the 
line. In Hercules’ case, Eurytus and Theiodamas 
were not a threat on humankind like Ravana was, 
Instead, it was Hercules’ himself who was pushed 
against the ropes and with that, he responded 
through aggressiveness and ruthlessness. Some of 
his other endeavours include killing the son of Midas, 
Lityerses, and Syleus. The former would challenge 
people to harvesting competitions and after beating 
them, a beheading would commence. Hercules 
became Lityerses last competitor. Syleus, on the 
other hand, forced passersby to dig his vineyard and 
made Hercules do it as well. Once again, he was, 
Syleus' final slave. What I'm trying to say is, was it 
really necessary to immediately conclude the events 
with ending their lives? What if he had talked to 
them and appealed to their humanity instead? Many 
other countless lives may have been saved. Yes, 
these people were crooked themselves but everyone 
deserves a chance at redemption and Hercules of 
all people would have related to this the most. m= 
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INTERVIEW WITH 
MAXIMUMSALT 


‘ve gotten this incredible task where I get 
I; interview none other than MaximumSalt. 

This might not be a familiar name to you yet, 

but after this interview you will definitely know 

who these people are, and why they're an 

unique group of streamers. Let me tell you a few 

facts about MaximumSalt before we start. 
MaximumSalt is a group of friends, the core 

consisting of 4 people who stream games together on 

one stream. The main group is MaxPookie (Parkerl, 

Shonduras [Shaun, as known from SnapChatl 

TallChicken (Craig) and 


Occasionally, they 


MaximumDan [Dan]. 


also have 
different 
celebrities 
joining them 

on stream, like 
Curtis Lepore or 
George Janko, both 
popular “viners”. 
What makes this, 
stream unique is the 
way it's been set up, 
you can always see 
them on 4 webcams at 
the same time, and they 
have this “controller pc” which 
allows them to switch cameras 
in game during the match, so that you 


can see the game from every point of view. And as, 


you probably will see from this interview, they're all 
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pretty different when it comes to personalities. 
Now that you have a small idea of who 


MaximumSalt is, we can get into the interview! 


Q: Everyone got introduced to SMITE in different 


ways. How did you guys come across SMITE, 


‘and what was your first experience with it? 
MaxPookie: | first saw SMITE on Twitch and 

watched it briefly. At the time I was playing World 

of Warcraft pretty heavily. But with work, school, 

and a wife I didn’t have the time necessary to grind 

the gears and stay competitive. So | thought 'd give 

SMITE a try. | believe Apollo was on free rotation 

that week. Seeing those red crits for half of 

people's health had me hooked in 

my first couple games and | 

never went back to WoW. 
Shonduras: | had no 

idea what was going 

on, never played a 

MOBA, but my friends 

were all into it so 

Itried... Istarted 

by playing Geb and 

would just toss people 

shields then roll out, tol. 


MaximumDan: | was 


somewhat familiar with MOBAs 
(like Dota and LOL} but | had never 

heard of SMITE before. | made a computer 
for a friend of mine (Shaun) and he told me to 


download it and play it with him and his friends 


Ma 


sometime. | eventually did and could immediately 
tell that | was going to like it.I really liked the new 
take on the MOBA genre, like the 3rd person camera 
angle and the God themed heraes/champions. 
TallChicken: | was introduced by Shonduras 
and MaxPookie. They played almost every night and 
wanted me to join in. I've played MOBAs before [LoL, 
Heroes] so | was familiar with the mechanics, but the 


3rd person view was definitely a positive difference. 


Q: Let's get a small input of your top 3 favorite 

gods, and your favorite role. Who is playing what 

role, 
MaxPookie: Oddly enough we've all kind of 


is there ever any fighting on who's playing who? 


fallen into our own roles and for the most part, stuck 
toit. I get bored quickly playing the same god over 
and over. But it seems for the most part | play the 
burst mage. Nat necessarily my favorite role, but 
with friends that’s usually the role that is open. 
The first of my currently three favorite gods is 

Hou Yi. Pulling off some hot plays with him is just 

#feelsqoodman. Tyr is also one of my favorites 
because | feel there is a high skill ceiling with him. 


Scylla has always been one of my faves since her 
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entry into SMITE. Do we ever fight over what role? 
Nah, we are pretty casual when we are playing as a 
group. We often do stupid stuff like an all Guardian or 
all Mage Arena. Our friends just play what they feel 
Like playing (None of them know the meta anywaysI. 
Shonduras: | am definitely the support guy. Even 
if play another role, | end up using my abilities to 
try and help other players escape. So yeah, tankdlife. 
Kumbhakarna, Geb, and Sylvanus are my top three. 
May 


umDan: | only ever play with friends 

and we have all sort of fallen into our usual roles. 

have always leaned towards Assassins and 

sometimes Mages. Kali was my first love and 

there was a time when that was the only Goddess 

| played. | got her to rank 10 pretty quick and 

decided | needed to try another God. Bakasura 

became my next main followed by Serget 
TallChicken: Top three would be: Zhong 

Kui, Ravana, Sobek. | have a thing for facial 

hair and crocodiles. | usually fill roles when 

we play together, and most of us are like that. 

So even though we get salty about a lot of 


things, this is surprisingly not one of them: 
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Q: If you had the chance, do you think you 
‘would enjoy playing SMITE professionally? 
MaxPookie: | would love to play professionally. 
But obviously I say that fram the outside looking 
in, Irealize there are countless hours of play 
each day and often SMITE would become a task 
instead of a hobby for a professional player. 
Personally | am really intrigued at the growth of 
eSports and the future of them, The numbers that 
some tournaments pull in are insane and to be 
a part of that as a player would feel amazing. 
Shonduras: Wait you didn’t know | am pro? 
Mai 


umDan: Playing any eSport professionally 
would be the chance of a lifetime and a lot of 
fun, but at my current skill level it would just be 
really intimidating. Parker would be smashing 
his head on his keyboard while watching me 
play Conquest on a professional level. 
TallChicken: I've always thought about that 
with other games | play, and honestly SMITE 
seems like it would be the most fun to go pro. 


If! had the opportunity, | think I'd take it, 
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lalso asked the group to answer 


some questions as a whole together! 


Q: You're not the typical streamer we see on 
SMITE, streaming ranked games all the time, 


but you guys are unique in your own way. Tell us 


alittle about everyone in the group individually, 
and why you're different from other streamers. 

From person to person we all have our roles in 
MaximumSalt, | guess I'll focus more on the thought 
process of why we have who we have with us. 

1. Shonduras - Has a huge following on, 
snapchat and other social media platforms, He 
is kind of the face of MaximumSalt. Really good 
in engaging and having fun with his audience. 

2. MaxPOOKIE - | am in charge of the Twitch 
side of things, making sure the stream is set up and 
starts on time (10 minutes late everyday) Deciding 
which games we are going to play and making 
layouts and kind of the branding. I've been fortunate 
to have Dan and Chicken though. They are both 


really good with tech stuff and help me outa tan. 


3. TallChicken - Not only does his voice 
sooth you to your very core, but he is really 
funny and has great editing skills as well 
He is super particular with the content he 
creates and we often give him a hard time 
for it because it takes a little Longer. But in 
all seriousness, he is very talented at editing 
and just understands what it would take 
to make it as a streamer/content creator. 
He works a lot on the YouTube side of 
things and is a crowd favarite on stream, 

4, Dan - | wonder why this guy isn't 
the main IT person for a major business 
yet. He is just one of those weird guys who 
reads news articles in his free time instead 
of looking at YouTube. Dan does most of 
the technical work and built the ‘Space 
Station’ (the basement from where MS 
streams - ed.) along with Chicken. | feel 
had because there is often things that | 
could figure out, but | know Dan is so good 
with computers | just bug him to fix it. :} 

What makes us different is we stream as 
‘a group. Our set up cansists of 5 computers, 
4 of them using capture cards to send their 
signal to one main computer, We stream. 
from the main computer and are able to 
show the game from everyone else with 
the capture cards, It's really fun because 
you never have the moments where you're 
waiting to respawn. Or you can go through 
the players while the team fight is starting, 
For example, if |am playing Ares, the 
stream can be on me. | blink in and ult, in a 
perfect world no one has beads and they all 
get pulled. From there we can switch over 
to Chicken that is playing Scylla who ults 


everyone, and then we can switch to Dan who 
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is playing Serget and watch him clean up the kills. 
From a technical side we are very different 
than your normal stream. We thought that 
would be enough to grow but we were definitely 
wrong. We've tried to focus more on being a fun 
stream to watch. Often playing with our viewers, 
and engaging with them outside of the stream, 
We realize we are never going to be as good as 
CycloneSpin or Lawbster so we needed to find 
another reason for people to stay. We really think 


we have done that, and now we just need to grow. 


Q: You also have a YouTube channel, and | 
can see you have slow-motion edits of different 
gods in SMITE. What got you inspired to make 
the SMITE-related content on YouTube? 

That is kind of my thing, says MaxPookie. | 
am hooked on SMITE. We knew we need to hit all 
platforms if this is ever going to take off. | am not 
funny, or super creative so | thought, why not let 
SMITE do the work for me? The animations and 


details of this game close up are beautiful. And 


itwas something that wasn't being done at the 
time. So we figured we would try and see what 
happens. It started as something that we would 
just do once in a while. But we had seen success 
from it so we decided that we are going to put out 
a video every other day till they are all dane. So. 

if you're tired of me spamming the reddit with my 


vids... You've got a couple more months coming :) 


Q: So you're all a group of friends. 
How did you get into streaming? 

Shonduras was kind of the guy with the idea 
here. He had made it on snapchat but as all things, 
in life, trends change and new things come. He 
realized that even though snapchat is hot right now, 
it's not always going to be that way. We all played 
video games already, so it was just the logical thing 
to do. Try to start streaming. One day he took us all 
out to breakfast and presented the plan. We were all 
hyped and ready to go. Soon after we started building 


the space station in his basement and started. 


Q: Are any of you into eSports, and 
particularly some SMITE-related eSport? 

You know MaxPOOKIE is gonna be watching 
all the SPL matches he can. In Europe | am a fan 
of Titan. Their story of the underdog last year is 
just a classic. | am also very impressed with their 
professionalism. Ataraxia has made some comments 
in interviews that you just don’t hear from other 
people. Commenting on the importance of growing 
as a community and not just Titan or Paradigm. 
SMITE has so much potential to be huge. And 
‘Ataraxia is someone who sees that and puts his own 
ego aside to try to grow the community. Talk about 
going off topic, but that is a big reason | am a fan 
of Titan. Clearly they are one of the best teams in 
Europe, but they also understand the big picture. 

In NAI'm a fan of AFK and eGr. Talk about 
fanboy. But really | think most of itis because a 
lot of the members from their teams are the ones 
creating content for the community. People always 
dig on Lassiz for whatever reason. But man, | 
used to work in a warehouse packing bike parts, 
and Lassiz is at home making a living off what he 
loves! He and the others who rely on SMITE for 
their income work hard for it. I respect that and 
am happy they are in a spot to make a living doing 
something they are passionate about. AFK and eGr 


are good teams, but they also do a lot to help the 
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scene grow. So | guess as someone who is trying 
to make content about SMITE, I can relate to that 
and that’s why | am a fan. They have successfully 


done what | am trying to currently do. It’s cool. 


Q: Let's wrap it up with a fun question. Let's say 

you have a day off, what do you spend your day with? 
MaxPookie: Depends if my wife has the day off 

too. Ifs0, probably going shopping :{If she doesn’t | 

will typically spend the day playing SMITE. If 'm not 

playing SMITE you can probably find me with family 
Shonduras: My skateboard, my wiener 

dogs and my favorite bowl of cereal. 


MaximumDan: As weird as it sounds, 


usually put together wish lists of possible 

computers | might want to build in the future. It's 

mostly just daydreaming but | really enjoy it. 
TallChicken: Probably messing around 

on a One-Wheel or playing TF2 


‘And that's it from MaximumSalt! I'm so glad they 
Wanted to do this interview with me, and I wish them 
the best with their stream and YouTube channel. 
Check them out and drop a follow on twitch.tw/ 
maximumsalt, itis definitely worth it. And if you love 
watching SMITE content, they have coal montages 
up on YouTube, just search for MaximumSalt! = 
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VERSUS - WEAKING 
CURSE’S CHANGE: 


GOOD OR BAD? 


ey everyone and welcome to this issue 
of Versus! Today, Tom Shaw and Derrick 
Moody will be discussing the topic of the recent 
change on Weakening Curse. For those who don't 
know what was changed, Weakening’s healing 
debuff was reduced from 100% to 65%. Quite a 
large change when you think about it. But the fact 


of the matter is, was it a good one for SMITE? 


Tom - The Weakening nerf was a mistake. While 
it does make a lot of other gods more viable (Hel, 
Osiris, Odin, etc,) it also introduces a more annoying 
“Meta”. Just like how people hated the old two adc 
meta, the healing Meta won't be much different. Even 
before the chang’e (Punnyl, healers have always been 


nothing but a pain to deal with. It forces you into a 
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different play style, and a lot more counter building 
than most like. Healing is just so unsatisfying to play 
against, and you feel nothing but annoyance when you 
see the enemy heal up 25% - 40% of their Health. 


Derrick - The changes made to Weakening were 
needed. The increased viability of gods who were 
previously seen as weaker with this active helps 
better balance the meta. As for the increased difficulty 
in the meta, | think that this will make it somewhat 
harder on players, but not where it could be 
unbearable or hard to counter. There are still plenty 

of other items that offer anti-healing like Pestilence 
or Divine Ruin to help bridge that gap of the missing 
35% of anti-healing that Weakening Curse offers. 
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Tom - The thing is, now that Weakening is at 
65%, it makes gods such as Aphrodite, Hel, and 
Sylvanus really strong (With this coming from a EU 
perspective]. Having a healer can literally win you 
a fight just through sustained teamfighting, and it’s 
an unpleasant thing to play against. It can prolong 
games, and more importantly turn games. While this 
can also be seen as a good thing, it's a real punch in 
the face if you lose the game due to healing. And yes, 
you can say just build extra anti heal but the thing 
is, i's so hard to constantly apply the anti heal from 
the items, not to mention you have to buy an entire 
item, not something cheap like Curse. One of the 
reasons healers were generally not viable was due to 
Curse being cheap for 100% anti heal. It shut down 
their mid - early game completely, but now healers 


generally do well the entire game due to the changes. 


Derrick - You are also forgetting another 
component of Weakening Curse that also contributes 
to its viability, the 40% movement speed reduction to 
all enemies. This combined with the anti-heal made 
ita good pick up. It allowed warriors like Bellona 


and Hercules to catch up to healing gods like Hel 
The Of 


or Aphrodite and kill them. With the anti-healing 
being lower to 65%, I don't think that this will stop 
people from not picking up the active. If this were so, 
people would have stopped getting the item given 
that Heavenly Agility completely negates all effects 
of Weakening Curse. Yes, the 100% anti-heal gave 

a large advantage in lane, but the advantage was so 
great that it made almost all healing gods unviable. 
This change doesn’t make it to where itis impossible 
to play against a healing god, it just makes it more 
challenging, Like you said, it was a very cheap active, 
but it gave more than what it was worth. 900 gold for 
100% anti-healing and a 40% movement speed slow 
for five seconds every 60 seconds gave too much. 
65% anti-healing just puts that 900 gold into check. 


So in conclusion, was nerfing Weakening 
Curse a good idea? Who knows. Same people 
like the change, while others despise it. It makes 
more gods viable, but it also introduces a more 
annoying meta game. Well, what you think is 
for you to decide, so keep on SMITING! m 
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Xing Tian, eh? 


Ihad a mouth on 
my stomach 


BEFORE it was cool. 


Comic Concept by Jon V | Artwork by Gwendoline Martin, 


WALLPAPER 


Below, you can find our newest wallpaper you can use to decorate your desktop, 


tablet, or mobile device with. You could also print it out as a poster! 
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SMITE STATS 


By SMITEStuffcom 


The guys and girls over at SMITEStuft have put together a set of statistics from this month in 
‘SMITE that you may find interesting. They can be found below, but be sure to check them out! 


The percentages shown below are the average of all games 
played between 20th August to 20th September. 


MOST POPULAR GODS: LEAST POPULAR GODS 
© Neith - 25.99% + Vamana - 1.82% 
* Thor - 15.06% * Zhong Kui - 2.03% 
+ Ra- 14.85% * Osiris - 2.39% 
* Poseidon - 14.43% + Sobek - 2.60% 
+ Ymir - 14.33% * Arachne - 2.67% 
‘TOP 5 GODS RISING IN POPULARITY + TOP5GODS FALLING IN POPULARITY 
+ Sun Wukong - +49.21% ‘+ Sobek - -62.20% 
* Guan Yu - +46.53% * Vamana - -85.74% 
+ Mercury - +33.78% © Bakasura - -54,00% 
© Thor -+33.76% ‘+ Freya - -50.45% 
© Ra-429.68% + Khepri - ~49.88% 
TOP 5 SKINS BOTTOM 5 SKINS 
+ NuWa - Water Dancer - 44.58% + Ymir - Twitchymir - 0.08% 
+ Isis ~Scarlet Coven - 30.42% + Xbalanque - Football Star 2014 - 0.21% 
+ Geb-G.E.B. 1-28.75% + Neith - Carnival Queen - 0.32% 
© He Bo - He Bro - 27.51% ‘* Xbalanque - Weltmeister 2014 - 0.45% 
Janus - Jandroid - 26.64% ‘+ Thor Iron Gamer - 0.61% 
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Xing Tian - The Relentless 
See You Next Issue! 


